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(57) ABSTRACT 

A system for racing an electrically powered toy vehicle over 
a defined course under operator control comprises a con- 
tinuous track having at least one lane with a pit stop segment 
and an electrical path extending along the lane for providing 
electrical power to the vehicle. A control unit is operably 
connected to the electrical path. The control unit has first one 
control mechanism that can be manipulated by an operator 
to vary a speed of the electrical vehicle and another to 
perform at least one pit stop function such as a tire change 
or a vehicle refueling. A display is operably connected to the 
control unit for visually displaying a progression of the pit 
stop function in response to manipulation of the other 
conU"ol mechanism. 
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(57) 



ABSTRACT 



A web-based system that displays a plurality of web-based 
data files in a simulated animated format in a cost-effective 
and reliable manner is described. The web-based system 
includes a cHent system including a browser, a data storage 
device for storing the plurality of web-based data files, and 
a server system accessible by the client system and coupled 
to the database. The browser includes a viewer that sequen- 
tially displays the plurality of web-based data files to simu- 
late an animation effect. The viewer creates an interactive 
animation of the web-based data files that is viewable 
without using additional browser plug-in software. 
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(57) ABSTRACT 

A server-based video game system maintains a number of 
video game characters having computer-simulated genetic 
("digenetic**) structures that prescribe a number of physical 
and cognitive performance traits and characteristics for the 
video game characters. The system allows end users to 
establish remote online access to the game characters (via, 
e.g., the Internet). The results of competitions and training 
activities are based upon the game characters* digenetics, the 
conditions of the game environment, and the game charac- 
ters' current levels of physical and cognitive development. 
The game characters' performance capabilities and cogni- 
tion are updated continuously in response to the results of 
competitions and training activities. Competition and train- 
ing results can be processed by the game servers and 
transmitted to the end user presentation devices for graphics 
rendering. In this manner, the video game system need not 
be burdened by network latency and other delays. The game 
system also supports game character breeding; game char- 
acter evolution based upon the digenetics; and game char- 
acter buying, trading, selling, and collecting. 
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[57] 



ABSTRACT 



An animation method and system generates interactive 
animation in the foreground of the user interface of the 
computer. The system generates arbitrary shaped animation 
that is independent of the background image of the user 
interface by computing a bounding region for a current 
animation frame in real time and creating a non- rectangular 
window to match this bounding region. The system draws 
the animation to this non-rectangular window, which clips 
the frame to the bounding region of the graphical object. The 
system can be used to create imeractive animation that is not 
confined to a rectangular window of a hosting application or 
a window of the application making the request to playback 
animation. 

19 Claims, 7 Drawing Sheets 



OPEN ANIMATION FILE 




248 



I 



READ ANIMATION 
HEADER BLOCK 



INTIALIZE CURRENT 
FRAME NUMBER 



GET IMAGE DATA 



CONSTRUCT FRAME 
I 



COMPUTE BOUNDING 
REGION 



-150 



-152 



-190 



-192 



-194 



r210 



SET POSITION OF 
REGION WINDOW 



^240 



SET REGION TO 
BOUNDING REGION OF 
THE CURRENT FRAME 



DRAW FRAME TO 
REGION WINDOW 



GET IMAGE DATA 

T 



_^242 



_/-244 



r 



246 



10/23/2002, EAST Version: 1.03.0002 




United States Patent [i9] 

Liles et al. 



[54] USE OF AVATARS WITH AUTOMATIC 

GESTURING AND BOUNDED INTERACTION 
IN ON LINE CHAT SESSION 

[75] Inventors: Christopher A. Llles, Seattle; Manuel 
Velio n, Bellevue, both of Wash. 

[73] Assignee: Microsoft Corporation, Redmond, 
Wash. 

[ * ] Notice: This patent issued on a continued pros- 
ecution application filed under 37 CFR 
1.53(d), and is subject to the twenty year 
patent term provisions of 35 U.S.C. 
154<aX2). 

[21] Appl. No.: 572^07 

[22] Filed: Dec. 14, 1995 

[51] Int. Cl.^ G06F 3/00 

[52] U.S. CI 345/349; 345/358; 345/473; 

345/330 

[58] Field of Search 395/329, 330, 

395/331, 332, 348, 349, 358, 806, 807, 
957, 960, 972; 345/329, 330, 331, 332, 
348, 349, 358, 302, 957, 960, 972, 473 

[56] References Cited 

U.S. PATENT DOCUMENTS 



5,257,306 10/1993 Watanabe 395/330 X 

5,347,306 9/1994 Nitta 395/330 X 

5,491,743 2/1996 Shiio et al 395/330 X 

5,572,248 11/1996 Allen et al 395/330 X 

5,613,056 3/1997 Gasper et al 395/806 X 

5,617,539 4/1997 Ludwig et al 395/330 X 

5,682,469 10/1997 Unnett et al 345/473 



OTHER PUBLICATIONS 

Carlsson et al., "DIVE — a Multi-User Virtual Reality Sys- 
tem", IEEE Virtual Reaity Annual International Symposium, 
pp. 394-400, Sep. 1993. 



iiiiiiiiiiiiiiiiiiiiiDiiiiiiiii 

US005880731A 

[11] Patent Number: 5,880,731 
[45] Date of Patent: *Mar. 9, 1999 



Ohya et al., "Real-time Reproduction of 3D Human Images 
in Virtual Space Teleconferencing", IEEE Virtual Reality 
Annual International Symposium, pp. 408-414, Sep. 1993. 
Robinett, "Interactivity and Individual Viewpoint in Shared 
Virtual Worlds: The Big Screen vs. Networiced Personal 
Displays", Computer Graphics, vol. 28, No. 2, pp. 127-130, 
May 1994. 

Benford et al., "Supporting Cooperative Woiic in Virtual 
Environments", The Computer Journal, vol. 37, No. 8, pp. 
653-668, 1994. 

Fukuda, Ka2utomo et al., "Hypermedia Personal Computer 
Communication System: Fujitsu Habitat," Fujitsu Sci. Tec. 
J., 26, 3, pp. 197-206. 

Primary Examiner — Matthew M. Kim 
Assistant Examiner — Crescelle N. dela Torre 
Attorney, Agent, or Firm — Ronald M. Anderson 

[57] ABSTRACT 

Avatars representing participants in a graphic chat session 
are periodically animated to produce a gestxu-e that conveys 
an emotion, action, or personality trait. Each participant in 
the chat session is enabled to select one of a plurality of 
different avatars to represent the participant in a graphic chat 
session. Associated with each avatar is a bitmap file that 
includes a plurality of frames illustrating the avatar in 
diff^erent poses, actions, and emotional states. Selected 
frames are displayed in rapid sequence in accord with a 
script file to create an animation effecting each gesture. The 
same script file is used to define a gesture for all of the 
avatars used in the chat session. A selected gesture can be 
transmitted with a text message to convey the user's emo- 
tional state. A gesture associated with the avatar is auto- 
matically displayed from time to time when the avatar is not 
otherwise gesturing or moving. The user can determine 
participants in the chat session with whom the \iser will 
interact, e.g., by defining a proximity radius around the 
user's avatar or by selecting the specific participants firom a 
list. Avatars of participants that are outside the proximity 
radius (or otherwise not selected) and messages received 
from them are not displayed on the user's monitor. 
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